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1. introduction 


Midwest Mysteries module for spooky stories about psychic characters. 


2. suitsaying 


Characters have signature psychic abilities. Players must prove their real psychic ability by guessing the 
suit of a drawn card from a deck of cards. Level of success is determined by how close the guess was to the 
drawn card based on suit, color and shape. Range and damage is equal to card! drawn. 


1 dowsing rods Point toward location of familiar object. 
2 telepathy Transmit and receive thoughts. 
3 postcognition Gleam object history by touch. 
4 channeling Communicate with spirits. 
5 remote viewing View familiar target. 
6 telekinesis Manipulate objects. 
# guess no, and no, but yes, but yes, and 
1 Spade Heart Diamond Club Spade 
2 Club Diamond Heart Spade Club 
3 Diamond Club Spade Heart Diamond 
4 Heart Spade Club Diamond Heart 
# guess major fail minor fail minor success major success 
1 Sword Cup Coin Wand Sword 
2 Wand Coin Cup Sword Wand 
3 Coin Wand Sword Cup Coin 
4 Cup Sword Wand Coin Cup 


3. standalone 


To play without Public Domain Role-Playing Game, appoint a Fortune Teller to create conflicts and myster- 
ies for the other players. Resolve conflicts using the deck of cards. Suitsayers may receive thirteen damage 
before death. 


4. notice 


I voluntarily dedicate this work into the Public Domain to encourage new creations. 
Artists may: 


e Use this work without restriction and for any purpose. 

e Create copies to be shared without limit and for any purpose. 

e Create derivative works without restriction, for any purpose, and without credit. 
e Use this notice in your own work. 


' Ace=1, King=13 


